Talislanta Random Encounters „ . 

WILDERLANDS OF ZARAN 


01 

Sand Demon lurking in a mirage of an overturned 
caravan wagon. 

02 

Ferocious Land Kra which erupts next to a rocky 
outcropping, sniffing the air for consumables. 

03 

Wounded Land Dragon, pocked with Araq spears 
and broken Satada chain-bolts, slowly dying but 
moving towards the Watchstone. 

04-13 

Wild land lizards grazing in the middle of a huge 
field of sicklegrass. Getting to them requires armored 
boots or take 1 dmg/rnd. 

14-15 

2d4 hunger-crazed Lopers attack immediately. 

16 

A sly pack of Malathropes is willing to be bribed in 
exchange for not hunting the PCs at night. They 
constantly project threats and bargains at a safe 
distance of 200’, and will not back off until 2 of their 
number are slain. 

17-18 

A lone Mangonel Lizard (level 8) feasting on a just- 
slain Ogront carcass. It’s mating season and it may 
try to mate with any mangonels in the PC’s party. 

19 

Id6 Rajan scorpions surreptitiously nest in the PC’s 
baggage (level 8 stealth). 

20 

Clutch of ldlO newly-hatched Raknids unfamiliar 
with the locale, ravenous with hunger but confused 
and cautious about fighting. 

21-24 

3d6 Ravengers adapted to sandy or rocky conditions, 
burnt camouflaged skin, willing to eat leather or 
other refuse. 1 in 6 chance they attack at night and 
will follow the group tenaciously for ld6 days. 

24 

Patch of Scarlet Sporozoid covering the corpse of a 
Dracartan scout dressed in red iron chainmail. 

25 

2d4 Satada emerge from camouflaged underground 
pathways, aiming to capture humanoids to torture 
that night. Retreat after 2 rounds or if they can reel 1 
victim into their murder holes. 

26-28 

Ogront herd of 4dl0 animals, easily stampeded by 
loud noises, battle sounds or magical emanations. 

29 

Two level 8 Behemoths butting heads over territory. 
The winner may decide that largest thing in the PC’s 
party is a challenger and charge at it until tired. 

30 

Omnivrax in pursuit of a Tanasian magician. If slain, 
it’s gullet contains the magician’s dead Thrall 
companion (along with his treasure). 

31-32 

Id4+ 1 Opteryx, scanning the landscape for 
movement. Only attack pack animals and caravans, 
as they associate them with easy food. Standing still 
grants a + 4 bonus to avoid being detected by them. 

32-33 

2d6 Rock Urchins, sleeping unawares. Each urchin 
contains a ld6-carat fire gem within. 


34 

A lone Mang tree named Rius upon which sits a 

Skank named Funes, wishing to interview every 
traveller about their perceptions of the Wilderlands. 
Funes has eidetic memory and can remember all 
events and travellers within a 100-league radius over 
the last 30 years, but demands payment in rare 
botanicals for any juicy information. 

35-37 

Herd of 3d6 greymanes, wary of humanoids but 
willing to discuss local events if approached by 1 
person with an offering of salt/viridia/sweets. 

38 

Herd of ld8 darkmanes, pretending to be friendly in 
order to get food, but will run away as soon as fed. 

39 

A damaged Cymrillian windsloop which is being 
repaired by a Yassan teknician; ld6 passengers from 
the 7 kingdoms en route to Dracarta, Hadran or 

Tarun, all angry at the delay. 

40 

A floating piece of red feldspar in which is embedded 
a cool, fresh oasis 20’ across, riding on the winds 
about 150’ above the ground. The oasis has a 
magical portal to the Green World which feeds it. 

41 

A group of 2d6 lost Aamanian pilgrims trying to find 
the way to the Watchstone; their priestly minders 
fled to the safety of Akmir after a Vasp attack. 

42-45 

Flock of 3d6 wild Striders, move away quickly. 

46 

Flock of 2d6xl0 rare turquoise or ruby avir, each 
worth at least 5 gl to a collector if captured. 

47 

The grave site of a Kharakhan giant, covered in 
funerary offerings such as spices, bronze tablewares 
and graven stones. 

50 

Id6 + 1 Batranc looking for tall targets (over 6’ in 
height) or anyone standing on any elevated features 
like sand dunes, promontories or caravan decks. 

51 

A caravan heading in the opposite direction wishes 
to make camp together for protection, but the 3 

Kasmir overseers seem more interested in offloading 
their thieving Sarista urchins on the PCs. 

52 

A lone Ariane mystic shaping the rocks/dunes into 
beautiful formations; willing to speak about 
theosophy, magic patterns and other occultistry. 

53 

2d6xl00 caravan bugs marching south to the Dark 
Coast, summoned telepathically by a Green Man 
named Oulms who needs them for pollination. 

54 

Borderlands Legion patrol of ld6 thralls on 
mangonels and ld6 aeriads on equs, with 1 

Gnomekin underground scout & 1 Cymrillian war 
magician. They protect merchants & attack bandits. 

55-56 

Id4 Cave Bats lurking in a rock formation 200’ feet 
away from the PCs. 
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57-60 

ld6 Chasm Vipers climbing up to their nests after 
feeding on bugs. Any interference will be taken as an 
attack on their egg nests. 

61 

Swarm of hundreds of Chigs, eating their way 
through two Megalodont corpses. Will not disturb 
the party unless they venture within 20’. 

62 

Crag Spider building a net from woven, practically- 
invisible blue glass across a 100’ defile. The nest is 
filled with durge, avir and equs remains and nothing 
of value. 

63 

Stand of Deadwood near a small pool of spring 
water. 2d6 skeletons of small animals lie around. 

64 

A pair of Farad mongers with 3d6 Jhangaran 
mercenaries/laborers excavating a 200’-long blue- 
green glass teardrop recently uncovered by the 
shifting sands. 

65 

Lost City Ruins with 2d6 minor artifacts and a 1 % 
chance of a major artifact - roll on page 4 of the 
Talislanta Things random tables. 

67 

Stand of dying Desert Palms surrounding a dried-up 
oasis. An emaciated Skalanx (1/4 HP) lies covered in 
mud at the bottom along with some minor trinkets 
and lost goods. 

68 

A lost Kasmiran tomb in the shape of a mechanical 
cube, unearthed by storms, containing treasure but 
guarded by ld6 + 2 traps, wards & locks of levels 3d6 
each. 2% chance of a major artifact. 

69-70 

Brood of 2d6 Draconids snuffling around. Will follow 
& steal food from party camp at night. If captured, 
can be trained by a beastmaster to be camp guards. 

71-73 

2d4 wild Duadir grazing on blue furze grasses. 

74-76 

Herd of Id6xl0 erd, some recently wounded by a 
prowling omnivrax. 1 in 6 chance of a 
Dracartan/Marukan/Djaffir herder protecting them. 

77 

Three Kharakhan brothers ask for a “protection fee” 
for killing an omnivrax that was preying on 
caravans; they demand 5 gl/person and show an old, 
tattered skin as proof of their “services”. Will only 
attack if mocked or insulted. 

78 

A scouting party of ld6 Rajan Desert Warriors stalks 
the PCs from 2 leagues away for ld4 days. Attacks if 
a good opportunity presents itself. 

79 

A lost, thirst-maddened Djaffir wizard clutching a 
soulstone in one hand and a ripped book of Archaen 
enchantments in the other, may mistake PCs for foes. 

80 

A dolmen engraved with runic carvings from the 
Forgotten Age (actually an ancient spell, which if 
completely transcribed will activate on the spot). 

81 

A rocky overhang conceals a 20’ long Scavenger 

Slime that drops on 2 or more PCs, then scuttles into 
a moist crevasse nearby. 

82 

A toppled Phaedran mausoleum tower, smashed into 
thousands of pieces and containing 2d4 crystalline 



sarcophagi, 3d6 relics and 2 Malum shadow wizards 
with an advisory Sardonicus translating an Archaen 
spellbook within the ruins. 

83 

Four Tarkuses, recently escaped from their cages in a 
caravan 10 leagues away; react badly to humanoids 
of any kind. 

84 

Nightstalker roaming the skies (night) or hiding in 
the shadows of some rocky crags (day). 

85 

Pyro-Demon boiling porphyry rocks into lava for fun, 
willing to allow safe passage in exchange for any 
unusual combustibles the PCs may have. 

86 

2d4 Vasps fly through the air, looking for feedstock 
for their young. Will be target and be satisfied with 
large animals instead of humanoids. 

87-88 

2d6 Za Bandits, carefully assessing their chances of 
robbing & expelling intruders from their land. They 
make proclamations about their ancestral lands being 
violated by travellers and demands about tribute or 
death (2 gl-worth/person will suffice). 

89 

A trio of travelling Thiasian mendicants offers to 
entertain the group through dances, acrobatics & a 
morality play about the Creator, Aa and the 10,000 
for a mere 5 sp per spectator. 

90 

A powerful (level 12) but frustrated Pharesian 
mendicant wishes to dispose of his heavy burden of 
plant reagents from the Dark Coast (Talislanta 

Things, pg 1) at a discount (20% off), and 
surreptitiously deposits a Cursed Lozenge in one PC’s 
pack. 

94-96 

Id6 + 1 Araq Raiders riding Duadir mounts, looking 
to slaughter anything they see for fun. Will avoid 
Thralls and other Borderlands Legion mere types. 

97 

The crystallized skeleton of a traveller, scoured by a 
decade of sandstorms. Roll twice on a random items 
table for possessions that may have survived. 

98 

2 Storm Demons begin a symphony of thunder & 
lightning in the sky, attracted to any signs of magic 
or magical items below. 

99 

Reincarnator in the expiring body of a Kang 
legionnaire, looking for the next body to inhabit. 

00 

Enim sitting on a pillar of hardened salt, weighing a 
silver grimoire against a silver skull. He demands to 
either “take a life or take a spell” from any travelers 
in “his” demesne. Summons minor horrors. 
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